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A few months ago, a new Atari 2600 cartridge 
(Texas Chainsaw Massacre from Wizard Video 
Games) arrived at our offices for review. 
Phrases on the cartridge box like "Let your 
most wicked fantasies go wild! 1 ' and "Know the 
total pleasures of destruction" aroused my 
curiosity. Although I don't like the idea of a 
game selling itself on violence alone (or vio- 
lence at all, for that matter), I do like intense 
action games, and decided to give Texas 
Chainsaw Massacre an objective try. 

I was disappointed- The movie Texas Chainsaw 
Massacre is very intense, but the game is life- 
less. It's a little like Fragger, but without the 
entertaining background music (the best part 
of Frogger), and I gave it one star out of a possi- 
ble five in the Home Front section of this issue. 
The game is very violent symbolically, with 
Leatherface and his chainsaw making a bloody 
mess out of anyone that happens by, but it cer- 
tainly doesn't have the so<caHed "violent" 
appeal of games like Asteroids, Berxerk, and 
Defender- Vou just watch various objects move 
across the screen and occasionally hit the fire 
button; Texas Chainsaw Massacre (the video 
game) is, in a word, boring. 

So what went wrong? Why doesn't this exciting 
(albeit offensive) theme make an exciting 
video game? Well, it seems to me that the mak- 
ers of Texas Chainsaw Massacre made a mis- 
take when they assumed that vicarious vio- 
lence is art integral part of the thrill of video 
games- (Sure, anti»gamc fanatics have been 
saying that for years, but I didn't think anyone 
had been listening to them.) 
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The ability to control what you see on the 
screen is the real thrill of playing video games. 
This is why interactive laser disk games have 
been creating so much excitement lately — 
they give the player control over detailed 
animation and imagery unlike anything that 
has appeared on game screens before. (It 
doesn't even matter very much what the 
imagery is — 'Dragon's Lair, lor example, is a 
cartoon that most players would be embar- 
rassed to admit they watch.) The appeal of a 
good game, then, isn't the result of vicarious or 
imaginary feelings — a good game is fun 
because of the rea/ feeling of control that it 
gives you- Texas Chainsaw Massacre didn't 
give me that feeling at all. 



Doug Mabiigh 
Managing Editor 
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STRATEGY REVIEW 

In your July 1983 issue you 
say you can get any back 
issues of JoyStik ,w for $2.95 
plus 75 cents postage per 
copy. Can you please send 
me a list of the issues that 
contain information on 
playing Q'bert and Pac- 
inian? 

Sammie Ban knead 
Temple, TX 

We get many requests 
about strategy articles in 
previous issues, so we've 
compiled the following list 
of coin-op game strategy 
articles foe readers inter- 
ested in ordering back 
issues. Trie articles 
marked with an asterisk (*) 
are Winning Edge articles. 

Centipede (Jan. W) 
Delender (Sept. '82. 

Nov. 82") 
Dig Dug (Nov. : 82, Sept. 

■83) 
Donkey Kong (Nov. '82) 
Donkey Kong, Jr. {Jan. '83) 
Food Fight (Sept. '83) 
Galaga (Apr. '83) 
Joust (Jan. '83) 
Ms. Pac-Man {July '83") 
Omega Race (Sept, '82) 
Pac-Man (Sept. '82*, 

Apr. : 83) 
Pengo (Apr. '83) 
Phoenix (Sept- '82) 
Pole Position (July '83) 
Popeye (July '83) 
CTberl (Apr. '83) 
Qix (Nov. : 82) 
Reactor (Nov. '82) 
Robotron (Sept. '82) 
Sinister (Sept. '83) 
Slar Trek (July 83) 
Tempest (Seat. '82*, 

Apr. '83) 
TronUan. '83) 
Tutankham (Nov. '82) 
Xevious(July : 83) 
Zaxxon (Sept. '82) 



if you're interested in even 
more strategies for current- 
ly popular arcade games, 
pick up a copy of How to 
Win Arcade Video Games 
by the Editors of JoyStlk*' 
Magazine at your local 
bookstore. It contains de- 
tailed strategies and diffi- 
culty settings for Dig Dug, 
Donkey Kong, Jr., Galaga, 
Joust, Ms. Pac-Man. 
Q'bert, Robotron, Sinister, 
Tron, Xevious, Food Fight, 
Front Line, Pole Position, 
Popeye, Time Pilot, Zax- 
xon, and Zookeeper. How 
to Win Arcade Video 
Games is also available 
directly from us for $2,95 
(plus 75 cents postage and 
handling). 

SHARP EYES 

You have a great publica- 
tion with great artwork, 
upcoming game news, and 
strategy tips that have in- 
creased some of my scores 
tremendously. Keep uplhe 
great work) 

While I was reading your 
article "Playing to Win at 
the Sequel Game" in the 
July 1983 issue, I noticed 
that the power pills in the 
Pac- Man/Ms. Pac-Man lay- 
out were missing and the 
dots surrounding them are 
noi eaten . How is this pos- 
sible? I am a serious gamer 
and have poured many 
tokens into Pac-Man and 
Ms. Pac-Man, but have 
never been able to accom- 
plish this feat. 

Steve Spatucci 
Mt. Laurel. NJ 

Wetl, Stove, we can't tell 
you how to get the energiz- 
ers without eating any of 
the surrounding dots, but 
we can tell you how to take 
a picture that makes it look 

Continued on pp. &. 




A Nitpieker flying below th* chains. 
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like you did. Since the 
energizers are constantly 
flashing on and oft, just 
take your picture during the 
fraction of a second when 
the energizers have dis- 
appeared (like we did). 
We're surprised at the 
number of readers thai 
noticed this effect. Good 
game players (i.e., JoyStik*' 
readers) seem to be just as 
observant when they read 
as they are when theypiay. 

DONKEY KONG, JR. 

In your Donkey Kong, Jr. 
article {Jan. l 83 issue), you 
neglected to mention that 
on "the second and follow- 
ing chains, the Nitpickers 
fly all the way below the 
chains. Also, on the left- 
most chains, if you avoid 
the apple and then start to 
push the next Iwo keys up 
(about to the apple), two to 
four Snapjaws will go down 
the chain with the apple. 
Then simply drop the apple. 
This makes it much easier 
to finish the board . 

Robert Springer 
Greeley, CO 

Thanks for the tips, Robert. 

RAIDERS TIPS 

I'd like to make a few com- 
ments about Rob Leach- 
man's article on Raiders of 
ihe Lost Ark in the July 19S3 
edition of JoyStik*. First of 
all. every photo in it was 
backwards. Second, upon 
entering the Temple Trea- 
sure Room, you can al- 
ways get the Ankh by 
waiting until the watch 
is at 6 o'clock, 5 to noon, 
or 5 past noon before tak- 
ing the money bag 

Getting to the Black Market 
is easy. Give the Chai to 



the Black Sheik in the Mar- 
ketplace, and you will be 
transportedi 10 the Black 
Market in front of the raving 
lunatic. Drop a money bag 
next to the lunatic and you 
can pass 

Also, the Capstone is really 
just a pile of dirt, not real 
stone, which is why it's 
brown and you can dig 
dawn through it. For more 
information, you can obtain 
a free illustrated step-by- 
step pamphlet describing 
exactly what to do from 
Atari by calling their Cus- 
tomer Service Center's toll- 
free number at 600-538- 
8543 (800-672-1404 in 
California) during business 
hours. 

G.P.Thomas 
Ypsi'arrti. Ml 

Thanks for the strategy 
iips. You' re right about the 
backwards pictures, and 
we apologize for the error. 

POLE POSITION 

In your July 1983 issue, the 
tips you gave for Pole Posi- 
tion are great. One thing, 
though, is that when you're 
about to go around that 
very sharp turn, take your 
car close to the left side un- 
less there is a car already 
there. Stay in high gear, get 
a good grip on the steering 
wheel, and spin the wheel 
to the left as fast as possi- 
ble. You will skid, but you 
should make it around the 
turn. Since I learned this 
strategy i have been able 
to get Pole Position 
every time. 

Chris Evans 
Bethlehem, GA 

Although your approach 
will work, there are other 



ways to handle the hairpin 
turn (fourth turn) that are 
more efficient. One is to 
stay to the right, at top 
speed, and then turn ali the 
way to the left so that you 
slide across the track and 
come out of the turn on the 
leftside. This approach is 
very quick, but it won't work 
if other cars are coming 
through the turn with you. A 
safer approach is to drive 
off the left side of the track 
just before the turn and then 
slide back onto the track as 
you come out of the turn. 
This way you avoid the 
other cars completely and 
only need enough clear 
space to slide back onto 
the track. Regardless of 
how you play it. the hairpin 
turn is definitely the most 
crucial part of each lap. 

MR. DO! 

I am very interested in the 
game Mr. Do! and would 
like to see some strategies 
for that game. 

Andy Page 
Charles City, I A 

You've got it — next issue, 
we'll be including two pages 
of Eric Ginners Mr. Do! 
strategies. Until then, avoid 
falling letters and eat ail 
your cherries. 

BUCK ROGERS, 
ASTRON BELT AND 
DRAGON'S LAIR 

In your April 1983 issue, I 



saw a picture of Buck Ro- 
gers battling treaded robots 
in the trench scene. I have 
got 73,000 on Buck and I 
wonder how far you have to 
goto reach them. 

Also, when will Astron Belt 
go into the arcades? I have 
seen pictures of it and I am 
hoping it will be out soon. 
On a news program on TV, I 
saw a game like Asiron 
Belt but it was animated. It 
was called Dragon's Lair, 
and I was wondering when 
it will be out. 

Andrew Laird 
Radnor, PA 

The order of the screens in 
Buck Rogers was changed 
after the IB&2 AMOA show 
(where we took the picture 
you mentioned). So, al- 
though the tread robots will 
eventually appear in the 
trench scene, it happens 
at a much later point in the 
production game than in 
the AMOA version. 

Astron Belt has already 
been released in Europe 
and Asia, but it was only 
out at test locations in the 
U.S. when this issue went 
to press. Dragon's Lair, on 
the other hand, is already 
out and is featured in a 
6-page article beginning on 
page 32 of ibis issue. 
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Pros tick 2002 

THEPROSTICK 

Newport Control intro- 
duces Pro stick 2002, a 
direct replacement forTI 
99<4 and 99/4 A Home 
Computers, with an inter- 
face unit included. The 
joystick is equipped with 
four-way and eight-way 
switchable controls and 
two fire buttons. Suggested 
retail price is S29. 95. 

MOVE OVER, MICKEY 

The irrepressible Pac-Man 
and Ms. Pac-Man charac- 
ters have found time for 
another product spin-off. 
Pac-Man Watch Sales of 
Florida has introduced 
watches and clocks featur- 
ing fully animated graphics 
in the same cobr schemes 
as the video games them- 
selves. The minute and 
second hands traditionally 
found on timepieces have 
been replaced with gob- 
bling jaws r gu.ping down 
the ghosts and power pills 
scattered about (he dial. 
The products are marketed 
in the U.S. by Executive 
Sales Associates. 



SCORING 

Finally, from an outfit in 
New Jersey comes a solu- 
tion to the pesky problem of 
keeping track of all those 
high scores you amass in 
the arcades and at home. 
The Video Gamesman 
Scorebooks come in two 
sizes, one designed to fit in 
yourpockei and the other 
to sit on a coffee table, in 
close proximity to your 
game console. Besides 
allocating spots for your 
scopes, Dad's scores and 
Mom's scores. Ihe home 
version also includes a set 
of Video Game Wiz Kid of 
the Week certificates. In- 
formation is available from 
Video Gamesman, P.O. 
Box 9120, Mo.'ristown, NJ 
07960. 




Video luggage 

VIDEO TO GO 

Pack up your troubles, and 
your Atari 5200. and head 
lor places unknown with 
the new carrying case de- 
signed by Southern Case, 
Inc. of Raleigh, NC. The 
storage and travel unit 
holds a console, nine game 
cartridges, AC power acap- 
ter, and a TV switch box 
and is the size of a portable 
typewriter. Suggested retail 
price is $29. 95. 

Southern Case also has 
models to hold Atari 2600, 
Hewlett Packard, Tim ex/' 
Sinclair, Commodore 64 
and Commodore VlC-20 
systems. 



BASEBALL VIDEO 

Aline drive single and 
another run scores. The 
crowd cheers. It's Cham- 
pion Baseball from SEGA 
Electronics, and it's as 
American as— Japan? 

Thousands upon thou- 
sands of these arcade 
games have been shipped ■ 
to Japan, and it was this 
phenomenal success of the 
American pasttime over- 
seas lhat iedto SEGA's 
decision to market the 
game at home as well. 

SEGA claimstheir Cham- 
pion Baseball game 'has 
created nationwide excite- 
ment not seen since the 
Space Invaders craze of 
several years ago." 

The game can be played 
by one or two p'ayers, and 
features isolated close- 
ups, pinch hitters and relief 
pitchers. Players will be 
able to do everything that 
happens in a real baseball 
game. Is there a free agent 
button? 

Q BERTOONS 

The unique Q*bert char- 
acter has leaped out of the 
arcades and into Saturday 
morning children's televi- 
sion. The RuOy Spears- 
produced series, "Saturday 
Supercade." airs on CBS. 
Starring in the series are 
Mylstar Electronics 
Q'bertandagaggleof 
friends including Q'ball 
(voted most likely to create 
trouble), Q*tee (the star's 
honey), CTbit (his little 
brother), and the totally 
awesome Q*val, The show 
runs on Saturdays at 8:30 
am EST 



INTRODUCING 
MYLSTAR 

D. Gottlieb & Co., the coin- 
op manufacturer who 
hrought you Q'Bert, has 
changed its name to Myl- 
star Electronics, Inc. 
According to the com- 
pany's president, Boyd M. 
Browne, the name change 
reflects "plans to grow in 
ihe coin-operated field as 
well as . . . other high- 
loch noiogy segments of 
ihe entertainment industry." 

ATAB I UNVEILS 
ARABIAN 

Taking you back in time is 
Atari's latest adventure 
coin-op video game: 
Arabian. 

You take on the roie of a 
prince, who must complete 
four different levels (or 
"pages." as Atari calls 
them), each offering differ- 
ent challenges. Your goal: 
to rescue the lovely prin- 
cess held captive in a cas- 
' tie tower. 

On page one, you must 
climb to the crow's nest at 
the top of a ship. On page 
two, you're on the shore, 
and must crawl through a 
cave. On page three, 
you're at the gates of the 
castle and get to the top via 
flying carpets. On page 
'our, your final level, the 
princess calls to you from 
her lonely perch. Flying 
carpets and -opes are your 
devices for getting to her. 
All levels feature dandy 
opponents: Roc Birds dive 
at you, Oscars chase you, 
.and Genies throw snow- 
balls (snowballs?) at you. 
You are awarded bonus 
points for collecting brass 
jugs spelling out the word 
ARABIAN. 
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You're flying through deep space in your 
X-wing fighter, in pursuit of the dreaded 
Death Star... , 

Suddenly you notice a small object on your 
scanner. Tumbling end-over-end, it grows 
larger and clearer as it approaches. Then — -in 
the same instant that you recognize it as an 
Imperial Tie Fighter—a volley of multi-colored 
fireballs pours from its center gun, headed 
straight for your ship. Lining up your laser 
crosshairs with the first fireball, you quickly 
and methodically begin firing, following their 
trajectory back to the source so that your last 
shot breaks the Tie Fighter into two crumpled 
wings that spin away as you pass between 
them. 

The debris clears, and your destination, the 
Death Star, is moving slowly across the scan- 
ner. Pulling up on the controls, you hear a 
strangely familiar voice — your own— break the 
silence- 

"Hold on tight; we're going in." 
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Destroy Wave 3 Tie Fighters as quickly as possible. 



• 



Watch for the Death Star, but don't let it distract you. 



Stop the fireballs early, and you won't have this probf<?m. 



ns through the • 
exhaust port: push the 
controls fulUorwarrf, , 
center the crosshairs, 
and fire rapidly. If for 
some reason you m^s 
the port, your ship will hit 
the wail directly behind it 
costing you one shield 
unii. You will then be re- 
turned to trie beginning 
of the trench to try again. 

When the Death Star has 
been destroyed, a wave 
has been cleared and you 
will reappear in space, 
facing the next wave of 
Tie Fighters. Bonus 
points are awarded for 
the destruction of the 
Death Star, and 5000 
points are awarded for 
"lield 

unit. You will also receive 
one extra shield unit, pro- 
viding that the maximum 
of six is not already in 
storage- (The maximum 
numberof shields can be 
adjusted by Ihe operator 
from 1 to 9, but 6 is the 
factory setting,) 

Wave 2 Tie Fighters are 
more aggressive than 
those In wave 1 ; there are 
more of them, and they 
shoot m o re fi reball s . 
After coming in from 
space in wave 2, you 
must shim the surface of 
ihe Death Star, shooting 
red bunkers. These bunk- 
ers will also shoot fire- 
balls, so shoot them as 
soon as possible. After 
the bunkers comes the 
trench scene, and then 
every wave after wave 2 
will have this same 
Space B u nkers Trench 
progression. 

Once in the wave 2 
trench, you'll notice 
another change. There 
are now catwalks across 
the top and bottom of the 
trench. You can — and 
must — fly under the top 
catwalks, and you must 
pull back up on the con- 



trols to pass over the 
lower ones. Hitting a cat- 
walk costs*you one 
shiela unit, and although 
sometimes you can 
crash through two cat i 
walks in quick succes- 
sion and only lose one 
.shield, iT's still better to 
weave up and down to 
avoid them. 



In wave 3, the TieTight 
ers tend to fire long, cc 
tinuous streams of -' 
If necessary, ignor 
trying to shoot th 
ersand.concentr 
stead onshooti 
fireballs. This w 
i 

you'll score much lower 
than if you shoot the Tie 
Fighters. 

Beginning with wave 3,j| 
there are tall yellow tow- 
ers with white tops 
among the bunkers on the 
surface of the Death 
Star. A 5C0*0 point 
bonus is awarded if you 
can shoot alJ of the while 
tops off the towers, so 
the tops of the towers are 
wo rthwh ile ta r g ets . Sh oot- 
ing at the tops, of the towers 
takes you above the level 
of the bunkers, however, 
so be careful of fireballs. 

An important point to 
remember here is that be- 
fore reaching the trench 
you will pass through the 
same set of towers sever- 
al times. Therefore, you 
can blow the tops off a 
few towers each time 
through, remember 
which ones you missed, 
and plan on hitting some 
of those the next time 
around. Your ship wilt 
begin moving faster as it 
approaches the trench, 
so try to get as many 
tower tops as possible 
on the first few passes, 
while it Is still a relatively 
easy thing to do. 
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Bump 'N' Jump is a new car racing game, similar to Monaco Grand 
Prix and Turbo, in that a changing terrain scrolls down the screen, 
and the car moves vertically across it. Unlike Monaco and Turbo the 
car is controlled by an eight-direction joystick, which eliminates the 
need for a gas pedal. Bump 'N' Jump's car has two added abilities, it 
can "bump," and it can "jump." The purpose of the game is not to try 
and go as tar as you can in a given amount of time, but to try to com- 
plete as many courses as possible. There are 32 courses to master. 
Unlike other racing games, Bump 'N'Jump is started with five extra 
cars. An additional car is awarded every 30,000 points. 
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BUMPING 

Finally there Is a racing 
game with a car that can 
hold its own with the 
other cars in the race. 
You can bang Into other 
cars. Better than that, 
you can even smash 
them off the road for 
extra points. The first im- 
pulse when you find that 
your car has this ability is 
to try and smash every 
car you can. This, how- 
ever, can be very danger- 
ous because both cars in 
a collision lose control 
for a second. Beware! 
The other cars can and 
will smash you Into the 
rocks or water if they 
have the chance. 

JUMPING 

What do you do when 
your car is surrounded 
by other racers who are 
about to smash you into 
the wall? You "jump." 
Jumping is achieved by 
simply pressing the Jump 
button next to the joy- 
stick. Your car must be 
traveling 100 mphto 
jump. The jump itself is 
proportional to the speed 
you are traveling which 
makes speed an impor- 
tant factor in the game 
play. Luckily there is a 
speedometer on the top 
right-hand portion of the 
screen with a flashing 
sign that says, "Jump 
OK" If you are traveling 
1 00 mph or faster. Jump- 
ing Is necessary to clear 
waterways in the road 
and is helpful in avoiding 
other cars, so it is impor- 
tant to keep your speed 
over 100 mph. 



OPPONENTS 

There are a variety of 
other cars in the race and 
all are out to get you. The 
most dangerous oppo- 
nent is the dump truck. 
The truck can go faster 
than your car and dump 
deadly rocks in your 
path. You must either 
avoid or jump these 
rocks. Death mobiles are 
the second most danger- 
ous foe on the course. 
They are black cars with 
skulls and cross bones 
on them. They are as fast 
as you and are intelligent 
too. Watch out because 
they will try to gang up 
on you, Blue cars are 
also as fast as you but 
they are not as smart as 
the Death mo biles. Yellow 
and green cars are slow- 
er then you and are easily 
bumped off the road. 
They are your easiest 
foe. Although tanks are 
In this race, they are very 
slow and not particularly 
dangerous. Tanks can 
rarely be bumped otf the 
road due to their weight, 
so avoid bumping them. 

COURSE 

The course itself will 
cause you more trouble 
than the other cars 
because of Its jagged 
rocks, narrow bridges 
and long waterways. The 
rocks form difficult ter- 
rain through which you 
must maneuver your car. 
These rocky sections of 
the course are where 
bumping can be hazard- 
ous so try to avoid 
bumping other cars if 
possible. 
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If ther* Is water an your left 
and right, you're an a 
brldo*. 

Bridges are half as wide 
as normal roadways and 
appear suddenly so be 
ready to swerve or jump 
if necessary. You know 
you are on a bridge If you 
can see water to your left 
or to your right. Bridges 
are hazardous because 
maneuverability is lim- 
ited and waterways are 
common. 



These water jumps have 
a narrow bridge on the 
left-hand side and is- 
lands in the middle. Al- 
ways go left on these 
jumps and land on the 
bridge. The bridge is only 
one or two car lengths so 
jump off It as soon as you 
see the end of the water- 
way. The length of these 
jumps vary so learn to 
recognize the rectangu- 
lar island which wilt al- 
ways appear before the 
end of the waterway. The 
other islands are large 
and square but the rec- 
tangular island is much 
smaller. When you see 
this island it is safe to 
jump off the bridge 
because the waterway 
will end. 




Water jumps hawe a narrow 
bridge an the left and is- 
lands in the middle. 

Waterways are areas of 
the road which are 
washed over by water. To 
traverse a waterway, you 
must Jump over it suc- 
cessfully. When you are 
approaching a waterway, 
a yellow exclamation 
point appears to warn 
you of a coming jump. 
There are two types of 
waterways. The first is a 
washed out roadway. 



A washed out bridge jump is 
more difficult than a road 
jump. 

The other type of water- 
way is a washed out 
bridge. Theee bridge 
Jumps ere more difficult 
than the road jumps 
because there is no 
bridge on the left or scat- 
tered islands in the water. 
To successfully cross 
these hazards you must 
jump after you see the 
exclamation point while 
having sufficient speed. 
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STRATEGY 

The key to playing Bump 
NMump is not to kill a 
singfe enemy car for an 
entire set. If you suc- 
cessfully complete a 
set without smashing 
another car you will be 
awarded a 50,000-point 
bonus. This sounds easy 
but It can be very diffi- 
cult. In tact you may have 
to kill yourself to keep 
from landing on or 
smashing another car. It 
Is worth killing your 
own car for the points 
because you will be 
awarded a bonus car for 
every 30,000 points you 
receive. 

A rock barrier will sepa- 
rate the road in certain 
areas after level 3, Al- 
ways goto the left, just 
as you would on a Jump 
from the rocky roadway. 
If you are in trouble on a 
rock set, jump; and if it Is 
not possible to jump, 
simply pull back on the 
joystick until you come 
to a complete stop. Your 
enemies, with the excep- 
tion of the tanks, will 
drive past you. You must 
regain your speed before 
you can jump, so only 
use this as a last resort. 
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Rack funnels appear before 
a jump from a rocky 
roadway. 

Joy Stilt November 1983 



Rock trucks can be used 
to your advantage If you 
learn to watch them until 
they are about to drop 
their rocks. Simply watt 
behind them until the last 
possible second (this will 
draw the other enemy 
cars closer) then jump. 
Usually the other cars 
will run into the rocks 
and die. Be careful when 
driving next to dump 
trucks because ail you 
must do to smash one is 
touch it. This can ruin a 
50,000 point run very 
quickly. 

Learn to recognize your 
signals, such as the 
sound the exclamation 
point makes and the rock 
funnel your car will go 
through before a jump 
from a rocky roadway. 
The funnel is always the 
signal of a jump. Whether 
you're on the ground or 
in the air move left when 
you see it. Listening for 
the high beep made by 
the exclamation point 
allows you to tell whsn a 
jump is coming without 
making you look up at 
the exclamation point 
and take your eyes off 
the road- 

If you accidentally or pur- 
posely kill a car, continue 
killing them because you 
will be given bonus 
points for each car kilted. 
When smashing a car, 
you will travel opposite 
the direction of the colli- 
sion. Try not to hit cars In 
front of you because you 
will go backwards and 
lose speed. It is bast to 
waft until you are in front 
of the car, then slow 
down and hit it. You will 
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regain the speed you lost 
from slowing down when 
you bounce off the other 
car. If you are in a colli- 
sion and lose control, 
jump to regain it. If you 
are landing on a car it is 
best to jump again when 
you hit It to keep from 
losing control. 

Try to learn the courses. 
Each time you complete 
a course try to remember 
It, If you die in a certain 
area remember it so you 
don't make the same mis- 
take again. Luckily you 
can start a game from the 
point you finished It you 
put another quarter In 
fast enough. This will 
help you memorize 
a course you always 
die on. 

To use the following 
strategies you must be 
able to complete the first 
three levels easily. 

Although the first three 
levels are fairly simple, 
here are some tips that 
may help your score. 
Level 1 has pnly short 
jumps and dump trucks 
will not drop rocks. 
Therefore you need only 
wait until you see the 
water before jumping. 
Then stay In the middle 
of the screen until you 
clear the jump You will 
only see one island on 
these jumps. This is the 
island which appears be- 
fore the end of a jump 
from land in later sets. 
When you are on the nar- 
row bridge and spot this 
Island it is always safe to 
jump and move to the 
center of the screen. 
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Ori a narrow bridge, jump 
and move to the center of 
the screen. 

Level 2 has two Jong 
jumps from land. Make 
sure to recognize the 
rock funnel before the 
long jumps then move 
left to the bridge. When 
you see the rectangular 
island, jump from the 
bridge back to the road. 
The bridge jumps in this 
level are short. 




When you aee the rock fun- 
nel, move left to tit* bridge. 

Level 3 will introduce you 
to a split, which is simply 
a part of the road where 
the rocks cut it into two 
segments. The portion of 
the road on the left Is nar- 
row almost like the 
bridge from a land jump. 
The right-hand side of 
the road is half as wide 
as the normal road, 
which is about the same 
width as a normal bridge 
over water. The easiest 
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way to traverse these 
splits is to simply jump 
and land on the narrow 
lane to the left. Follow 
this lane until you see the 
end of the split and then 
jump again. 

Level 4 is where the real 
strategy to mastering the 
game comes in. The first 
three levels are unique, 
meaning you will not see 
them for the rest of the 
game. After level 3, a pat* 
tern of five repeating pat- 
terns begins. If the 
im portant cha racterlstl cs 
of these patterns are 
learned the game Is easi- 
ly mastered. In other 
words, if you learn pat- 
tarns for levels 4, 5, 6, 7 
and 8; you have learned 
the patterns for the nest 
of the same, as they keep 
repeating in order. 

The screen changes 
color depending upon 
the season. The seasons 
are not Important with 
the exception of summer. 
In the summer, the dump 
trucks usually will not 
drop rocks. Level 4 Is a 
summer set so remember 
you can drive behind the 
dump trucks as much as 
you like. 




There are four kinds of 
lumps in these levels. 
Jumps one and two are 
short and long Jumps 
from a rocky roadway. 
The short jump has only 
the rectangular Island 
and can be cleared with- 
out using the narrow 
bridge to the left The 
long jumps from the 
rocky roadways differ In 
length and have many 
square Islands. You must 
use the bridge to the left 
on these Jumps. These 
two jumps henceforth 
will be referred to as 
roadway jumps short and 




Bewaro tli* D*ath mobiles. 
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A short jump ha* only the 
middle island. 

long. The other two 
jumps are from normal 
bridges. There is a short 
jump which can be 
cleared very easily The 
long bridge jump Is a lit- 
tle more difficult due to 
its fength. To clear this 
jump you must be travel- 
ing 1 80 mph and jump at 
the last possible second. 
It is beet to try to have 
your speed at 220 mph 
when approaching these 
jumps so you won't have 
to wait until the last 
second to Jump. 




A rock funnel in the sum- 
ntertirne. 



Level 4 Is the easiest of 
the five repeating pat- 
terns. It begins with a 
split, then a long road- 
way jump, another split 
and another long road- 
way jump. Then you will 
come to a bridge. Do not 
jump once you are on 
this bridge because a 
short bridge jump Is 
coming soon. When you 
hear the exclamation 
point, jump, and be pre- 
pared to jump again 
soon. The short segment 
of bridge you will (and on 
is not long enough for 
you to jump and land on 
again. This type of jump- 
ing with only a short 
interval In between is 
called a double- jump 
because of the two con- 
secutive jumps. After the 
double-jump, you can re- 
lax while you drive on a 
bridge for a short while. It 
is safe to jump here if 
necessary. When you 
leave the bridge, jump 
and go left because a 
split is approaching. Stay 
on the left side of the 
split until you are near 
the end, then Jump. You 
will fly over a rock funnel 
and land at the entrance 
of a short roadway Jump. 
Jump again and stay in 
the middle of the screen. 



When you land do not 
jump because there is a 
long bridge jump ap- 
proaching. It is important 
to be in the center of the 
road so you do not get 
killed when the road 
becomes a bridge. Gain 
speed and wait until the 
last possible second be- 
fore jumping. The screen 
will speed up if you make 
this jump: do not panic 
or think the set is over 
because there will be a 
short bridge jump right 
after the long one. This 
is called a long-short 
double-jump. 







Whom you leave the bridge, 
Jump and move left. 

Level 5 is almost Identi- 
cal to level 4 except that 
after the second long 
roadway jump you will 
come directly into a rock 
funnel. This funnel leads 
into a very short roadway 
jump. The rest of the 
course is identical to 
level 4. 

Level 6 is unique. Forget 
all previous rules when 
learning this course. Just 
learn it and remember it. 
II Is not that difficult, bul 
il is much different than 
the other courses. The 
course will begin with a 
rocky roadway, then 
open up to a full road. Do 
not befooled because 
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you are driving ana com- 
plete road, because 
double-short roadway 
jumps are approaching. 
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The rocky road g i »»s way tft 

open driving. 

You will notice that nei- 
ther of these jumps has 
■he rock funnel pos- 
sessed by all the other 
roadway jumps in the 
game, and the second 
doesn't even have the 
rectangular island. Just 
as you complete these 
two jumps prepare for a 
long roadway jump with- 
out a funnel, A short dis- 
tance after this jump, 
another short roadway 
jump appears. This one 
has a rock funnel but 
ends in a roadway split. If 
you are on the left side 
(as you should be), this 
wilt be no trouble for you. 
You will drive through 
more rocky roadway he- 
tore coming to a bridge. It 
is safe to jump at the 
beginning of this bridge 
if necessary, but do not 
jump once you have been 
on it for a few seconds 
because a short bridge 
jump is approaching. 
Again you will drive 
through some rocky 
roadway until you 
approach another Jong 
road way Jump without 



a rock tunnel. It is impor- 
tant to jump oft the nar- 
row bridge on the left 
side as soon as you see 
the rectangular island 
because at the end of this 
jump is a short bridge 
with a short bridge jump 
at the end of it. After the 
short bridge jump you 
will approach a rock fun- 
nel which leads mica 
short roadway jump. 
Soon after this jump, you 
will come to the only rock 
funnel in the game that 
does not lead to a road- 
way jump. Instead, it sim- 
ply funnels into a bridge. 
The rest of the course is 
roadway until you come 
to the final Jump. This is 
another short roadway 
jump without a rock 
funnel. 




On Leve' 6, this »ocfc funnel 
leads to a bridge. 

Level 7 starts out with a 
double-bridge jump, so 
don't jump at the begin- 
ning until you see the 
water; then wait until you 
see the water again. 
There is one long road- 
way jump a short dis- 
tance after the double- 
jump. This jump ends on 
a bridge, so be sure to 
jump off the narrow 
bridge on the left when 
you see the rectangular 



island. This bridge does 
not lead into a jump, so it 
Is safe to jump if neces- 
sary. The course will 
cross one other short 
bridge which doss not 
lead to a jump. It will be 
to your advantage to 
notice when you cross 
this bridge because the 
next one has a triple- 
short bridge jump. It is 
identical to the double- 
jump series on levels 4 
and 5. except it has one 
more segment. This is 
followed by a long 
stretch of rocky roadway 
with many splits. Often 
you will jump out of a 
split and see another. 
Attempt to land on the 
left-hand side of the next 
split if possible. The last 
jump of this set is a short 
roadway jump. 

Level 8 is difficult, but If 
you can consistently 
complete it you will have 
mastered the game. The 
course starts out with a 
rocky roadway leading to 
a standard long roadway 
jump. After this jump, the 
course will go through a 
series of splits. Try not to 
jump unless it is neces- 
sary because you will 
need your speed for the 
upcoming jumps. After 
the third split, the road 
will come to a bridge 
which leads to a long 
bridge jump. This jump 
is difficult because you 
have to land on a small 
island. To reach the is- 
land you must be travel- 
ing 1 80 mph and jump at 
the last second. If you are 
traveling 200 mph or 
more, you must jump 
about two car lengths 
before the end of the 




Prepare to jump. 

bridge. After landing on 
the bridge, you must 
jump immediately or you 
will crash. You will then 
land en a bridge which 
leads quickly into a long 
bridge jump. This one is 
standard but difficult, 
because you don't have 
much time to bring your 
speed back up to 180 
mph before jumping. 

The rest of the course is 
comprised of rocky road- 
way with many splits. 
The course ends with a 
short roadway jump. 




The close at a winter scene. 
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MILLIPEDE : A SEQUEL WITH STYLE 



by Brad Mahugh 
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In the near-beginning. 
Atari created Centipede. 
and it was good. Now 
they've made Millipede, 
and it's even better than 
the original — a rarity 
among coin-op game 
sequels. Millipede has re- 
tained the 12- part crea- 
ture and the mushroom 
forest setting, and for 
beginning players much 
of what worked in Centi- 
pede works here. But Mil- 
lipede is much more than 
a flashier version of Cen- 
tipede. 






Yes, that creature with 12 
heads looks familiar, but 
what's this? A beetle 
crawling across the bot- 
tom of the screen? A 
kamikaze dragonfly? A 
bee wave? 

You need only to watch 

Millipede a few seconds 
to see that comparisons 
to Centipede are limited. 
Millipede extends far 
beyond the humble do- 
main of spiders, fleas, 
scorpions, and centipede 
segments (the elements 
of Centipede) into new 
territory. Beetles, mos- 
quitoes, dragonflles, 



bees, inchworms. and 
earwigs have been added 
to the game, and each of 
these new opponents 
has its own peculiar be- 
havior. 

In addition to the new 
insect competition. Mil- 
lipede has some inter- 
esting strategical 
changes. DDT bombs, 
when detonated, exter- 
minate all opponents 
within range of their toxic 
fumes. And the once- 
stationary mushroom 
field drops one row 
whenever a beetle is hit. 
and rises one row 
whenever you shoot a 
mosquito. 
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CONTROLS 

The original Centipede 
track ball and fire button 
have remained intact. 
Thetrack ball allows you 
to move your archer 
(shooter) anywhere with- 
in the bottom six rows of 
the screen, and the fire 
button can be used for 
single-shot fire or heid 
down tor automatic re- 
peal (a new shot comes 
out when the previous 
shot hits something). 



dowrt from the top of the 
screen and leave a line of 
mushrooms behind 
them. 

You shouldn't have much 
problem with bees by 
themselves. Make sure 
you are directly under- 
neath when you wish to 
shoot and calmly fire at 
least two shots up at the 
approaching bee. The 
first shot only makes him 
angry — and angry bees 
speed up — so be careful 
not to move in between 
shots. 
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Beware of Bees— they're 
fast wti en they're mad! 

BEES 

These little hummers 
exist mostly as a means 
to fill the screen with 
mushrooms and are sim- 
ilar to the fleas in Centi- 
pede, They drop straighl 



Shoot spiders during breaks 
In the action, 

SPIDERS 

These treacherous 
arachnids are not much 
different from the ones 
found in Centipede, ex- 
cept that after you reach 
30,000 points you will 



have to contend with 
more than one on the 
screen at a time. They 
come onto the screen 
from either side and 
bounce across the bot- 
tom to exit on the oppo- 
site side. Spiders are 
worth from 300 to 1200 
points, depending upon 
how close you are when 
you shoot one. 

In later waves, as many 
as eight spiders can be 
on the screen at once. A 
good place to be when 
this occurs is near the 
bottom of the screen in 
the space between "S 7 
and "A "in the NEXT 
BONUS AT... : " message. If 
you stay near this spot, 
the spiders are fairly 
easy to avoid. 
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The best place to be 
when hunting Spiders. 



BEETLES 

Beetles are worth 300 
points, but that isn't 
much compared to the 
trouble you could take 
trying to shoot them. A 
beetle's path is basically 
to come out of the side of 
the screen about one- 
fifth of the way up from 
the bottom, descend to 
the bottom row. travel 
across the bottom of the 
screen, ascend to the row 
in which he appeared, 
and exit on the opposite 
side of the screen. 

Since a beetle spends a 
fair amount of time in the 
bottom row, it isn't often 
you have an opportunity 
to shoot him. If you dont 
know this about beetles 
already, you'll want to 
find out right now: they 
never travel the full width 
of the screen in the bot- 
tom row. There are three 
ways to handle a beetle : 

he's in 
the bottom row. shoot 
him when he moves up, 
or (if you're quick) you 
can shoot him when he 
appears from the side. 

A tempting reason to 
shoot the beetle is that 
when he runs across a 
mushroom he coats it 
with his shielding slime, 
making the mushroom 
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invincible to your shots. 
Let him have the mush- 
rooms. As a rule, avoid 
beetles— they're more 
trouble than they're 
worth. 
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A clear 10 wor screen during 
a Mosquito Bombing Wave. 

MOSQUITOES 

If you heed the wisdom of 
avoiding beetles, then 
you'll want to become 
proficient at shooting 
mosquitoes. Mosquitoes 
leak like I ittle darts and 
ricochet off the sides of 
the screen at about 45 
degree angles. Each one 
that you shoot raises the 
mushroom field one row. 

After you have suc- 
cessfully completed your 
first mosquito bombing 
wave [you must learn to 
master bees and dra- 
gonflies since those 



waves come first), you 
will noiice that the mush- 
rooms that were at the 
bottom of the screen 
have been lifted up many 
rows. This leaves the bot- 
tom portion of the screen 
clear of mushrooms. As 
soon as the next milli- 
pede enters, bees will 
be busy dropping mush- 
rooms to fill up the 
screen. Until the bees 
catch up with you, you'll 
have an open field to 
work in. 
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Drag on flics ore worthwhile 
targets almost any time. 

DRAGONFLIES 
Dragonf I ies are tricky to 
iearn how to shoot. They 
do not follow a straight 
line down the screen (like 
bees), so youll need to 
be attentive when you 
reach a dragonfly wave. 
Get to the side and watch 



for how wide they swerve 
back and forth. Position 
yourself in the middle, 
directly beneath them. 
adjust your aim, and fire. 
Dragonflies, like bees. 
iqave mushrooms in Iheir 
paths Another good rea- 
son to shoot dragonflies 
is the fact they're worth 
500 points apiece. And. 
unlike earwigs and DDT 
bombs (which are worth 
more), its a lot easier to 
decide when you want to 
shoot one. 



players should not con* 
cern themselves with 
trying to shoot earwigs, 
unless they are an easy 
shot. Earwigs are the "in- 
visible'' bugs. because 
normally by the time they 
Start to appear, you're so 
busy watching the bot- 
tom of the screen you 
don't even see them. 
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Can you find the "invisible" 
Earwig? 

EARWIGS 

Earwigs are poorly dis- 
guised scorpions from 
Centipede. They are 
rated at 1000 points and 
scurry across the top of 
the playing field, poison- 
ing all mushrooms that 
they touch. Millipede 




The lowly inchworm can 
stow the pace dawn. 

INCHWORMS 

The Millipede inchworm 
has one thing i n common 
with his earthly proto- 
type, he's forever under- 
appreciated. At 100 
points, the inchworm 
doesn't affect your score 
much, but when hit. he 
slows the action down 
tor three seconds, while 
you clear mushrooms 
and remove any insects 
that are close by. 




Anticipate the Millipede's 
motion when using DPT. 

DDT BOMBS 
DDT bombs appear r^jn- 
domly in the mush room 
field and scroll up and 
down ihe screen with the 
Surrounding mushrooms 
Shooting a DDT bomb 
will detonate it. and the 
resulting cloud of smoke 
destroys everything it 
touches. Opponents de- 
stroyed in this manner 
arc worth three limes 
their normal vatue. 

Unfortunalely, its rather 
hard to find a DDT bomb 
al the bottom of the 
screen — where you nerd 
them most— because 
most DDT bombs are 
ac c i d e nta 1 1 y detonated 
Py stray shots Song bo- 
fore they scroM 1q the 
bottom of the screen. 
When one does make its 
way to trie botlom of the 



screen, it serves well if 
you can use it, DDT 
bombs come? in handy la- 
ter in the game, when you 
need to clear mushrooms 
from the botlom and 
don't have time to shoot 
them .ill before being 
overcome by other crea- 
tures. 

Another good time to use 
a DDT bomb is just after 
finishing a mosquito 
bombing wave, when the 
mushroom field is scroll- 
ing down (Normally the 
mushrooms drop one 
row after each wave, but 
after the mosquito bomb- 
ing wave »-which raises 
the field considerably — 
the mushrooms begin to 
scroll down row after 
row.) Detonating a DDT 
bomb will stop the down- 
ward scrolling. 



MUSHROOM FIELD 

The most important dif- 
ference between Mil- 
lipede and Centipede is 
that Millipede's mush- 
room field never stays in 
the same shape for long. 
In Centipede you could 
set up a channel Or a trap 
in the mushrooms to 
guide centipede seg- 
ments into your line of 
fire, but in Millipede the 
entire mushroom field is 
replanted every 12 waves. 



from underpopulatiqn: 

(2) Any mushroom that is 
touching more than three 
other mushrooms dies 
from overpopulation: and 

(3) Any mushroom adja- 
cent to a poisoned mush- 
room dies. 
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Shooting DDT will save this 
wide-open play field. 



The Mushroom Field 
regenerating ai tor Wave 3. 

After the FteW of blue 
mushrooms {t he t h ird 
wave of each set of 12). 

the mushroom field is re- 
generated. Although the 
change appears to be 
random, the mushrooms 
are actually replaced by a 
set of simple rules: (1) 
Any mushroom thai is 
touching fewer than two 
other mushrooms dies 



Bombing Waves can be 
worth big points-, 

BOMBING WAVES 

After the first three mil- 
lipede screens, a shower 
of bees comes pouring 
down at you. This is the 
first "bombing wave" Be- 
tween every two to four 
millipede waves, a bomb- 
ing wave appears as an 
interlude before resum- 
ing play on the millipede 
On these bombing runs, 
bees, mosquitoes, and 
dragonflies can be worlh 
up to 10GO points each, 
making these treacher- 
ous waves potentially 
very lucrative. 
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The order of the five 
bombing waves goes: 
bees, dragonflies, mos- 
quitoes, dragonflies with 
bees (and very few mos- 
quitoes), ;md all three 
together on the fifth wave- 
After the titth bombing 
wave has been reached, 
the millipede returns to 
ils wholly intact State 
and the order repeals. 

STRATEGY 

Some of the techniques 
used by successful Cen- 
tipede players will work 
for Millipede-: but many 
others don't apply, For 
example, the "clear the 
bottom, fill the top, do 
this so more fleas will 
drop " approach used by 
many Centipede players 
will not work in Millipede 
because the mushroom 
field il self moves and 
changes. In tact, none of 
Ihe Centipede mushroom 
strategies (building 
traps, loops and blocks 
of mushrooms) works 
well for Millipede. 
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Keep the lower six rows 
deflif. 



Your lirst priority 
throughout the game 
should be to clear the 
bottom of mushrooms. 
This 1 keeps you, the 
archer, free to move your 
bow and arrow around 
the lower fifth of the 
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After mushrooms, the 
millipede is your next 
priority. If you let it reach 
the bottom row and turn 
around, new millipede 
heads will begin appear- 
ing from tho sides, and 
you won't have much 
time before the bottom of 
the screen is filled with 
I hero. Always try to com- 
pletely eliminate the mil- 
lipede before any seg- 
ments reach the bottom. 
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Don't :;Ii.im: Beetles unless 
you have nothing lo do, 

it's best to avoid beetles 
and spiders, unless you 
have some spare time to 
deal with them. When 
ihey appear at one side 
try to move to that side a\ 
them as soon as possi- 
ble, so that they will be 
moving away from you. 



Don l waste your time on 
beetles, but a spider is 
usually worth taking a 
moment to shoot, espe- 
cially when he's blocking 
your movement. 
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Mosquitoes are worth a 
little effort, 

Shooting mosquitoes 

and avoiding beetles are 
the two most important 
objectives in Millipede 
The motivation behind 
these two practices is to 
keep the level of mush- 
rooms just above your 
field of movement. If you 
work to increase upward 
scrolling (shoot more 
mosquitoes), and attempt 
10 decrease downward 
scrolling, the mushrooms 
will be out of your way 
and in your line of fire. 



The nit .litmus, Side Feed 
don't let this happen to you. 
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TOPFLIGHT STRATEGIES 



by Eric Gi niter 
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In this month's Winning 
Edge, we'll be looking at 
Joust one of the best 
new games of the last 
two years. If you havent 
played Joust lately, pick 
up the January 1983 



issue of JoyStik' and re 
read the basic descrip- 
tion presented Ihere 
before trying your hand 
at this advanced strategy. 
As in previous articles of 
the Winning Edge series, 
our goal is to turn your 
good game into a great 
one. Good luck! 



Becoming an expert at 
Joust requires different 
skills than in most other 
games. The first step is 
becoming an ace flyer. 
After that, you can set up 
the enemies in the key 
areas on the screen. Pa- 
tience is important in 
Joust. Flying around 
chasing after the birds is 
fun, bul it's also a sure 
way to lose quickly. Al- 
ways set up the enemies 
in the proper position 
and wait for them to 
come to you. It's the 
safest and most effective 
way to play longer and 
get higher scores. 



For super fast ttying, 
nothing beats the double 
flap technique. Instead of 
pounding on the flap 
button, use two fingers 
on the button and alter- 
nate pressing the button 
with each finger very 
quickly. The timing is dif- 
ficult to learn, but soon 
you will be able to fly like 
a Shadow Lord. The dou- 
ble? flap is also good for 
going down, because the 
fastest way to go down is 
to bounce off a ledge or 
the top of the screen. 



Gravity pulls you down 
too slowly, especially 
with the Shadow Lords 
and Pterodactyls on the 
screen. Reversing direc- 
tions is also quite slow, 
so it is better to fly out 
the sides to change post- 
lion. Flying wildly around 
the screen is fun, but 
most of the time you 
should stay in the same 
area and move only if 
you're about to be 
jousted. 
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Always be suir to clear the 
t>ggs hef ore t hoy hatch. 

EGG WAVES 

Wave 5 and every fifth 
wave after that is an Egg 
wave. Twelve eggs are 
randomly placed on the 
ledges- The best strategy 
is simply to get all of the 
eggs right away and ad- 
vance 1o the next wave- 
Waiting for the eggs to 
hatch will get ycu more 
points, but you risk los- 
ing a life. The extra time 
required also makes the 
Pterodactyl come out. 
Eventually the eggs will 
hatch so fast that it's im- 
possible to gel them all 
before the birds pick 
them up. In that case, just 
clear off two rows of eggs 
and move to safe ground. 
Egg waves always have 
every ledge oti the 
screen, so play the fast 
hatching Egg waves like 
a normal wave with all the 
ledges. 
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Pterodactyl wave with the 
middle ledge. 

PTERODACTYL 
WAVES 

On wave 8. then every 
fifth wave. Pterodactyls 
appear at the beginning. 
Only one Pterodactyl ap- 
pears on early waves, but 
the maximum of three will 
appear in later Ptero- 
dactyl waves. Avoiding 
the Pterodactyl and 
Jousting the other war- 
riors is difficult, but it's 
usually unnecessary. The 



early Pterodactyls can be 
killed from one of two 
spots. When the middle 
ledge is present, stand 
on it before the Ptero- 
dactyls come out. The 
Pterodactyls will appear 
on the bottom and fly 
right up into your lance. 
On some waves, the war- 
riors will come after you 
before you can hit the 
Pterodactyls, it's all right 
to jump up a little to avoid 
them. The Pterodactyls 
go to the same place as 
long as you're standing 
on the ledge before they 
come out. 





Pterodactyl wave without 
the middle ledge - 



When the middle ledge is 
missing, stand on the 
bottom ledge directly 
above the hundred- 
thousand digit in the first 
player's score. You have 
about an inch of space in 
which to kill the Ptero- 
dactyls. This time, the 
Pterodactyls enter from 
the middle and come 
down to you. While 
you're standing there, no 
Buzzards will enter from 
the bottom ledge. Any 
Hunters coming down 
from the right wili buzz 
right over your head and 
sink into the lava. Once 
the Plerodaclyls are 
gone, move back to the 
center and play the wave 
normally. 



NORMAL WAVES 

The first 15 waves con- 
sist of only Sounders and 
Hunters. In wave 15 the 
Shadow Lord makes his 
first appearance. More 
Shadow Lords are added 
each wave until there are 
only Shadow Lords in 
every wave. Surviving 
these waves consistently 
is the mark of a Joust 
wizard. Shadow Lords 
are fast, but they are very 
predictable. Always try to 
kill the Hunters before 
dealing with the Shadow 
Lords. Fortunately, 
Shadow Lords take a 
long time to energize, 
which gives you a chance 
to kill the Hunters, 

Two different strategies 
are required after wave 
15. The middle ledge is 
the key. When the ledge ..' 
is there, stand on the 
energizing area right 
under it- When Hunters 
approach from the side, 
fly up and kill them. 
Shadow Lords usually 
drop down from the side 
ledges. As long as you're 
on the ground, they will 
stay on the ground. When 
one runs toward you, fly 
up just before he hits 
you. you will kill him and 
also catch his egg in the 
air. When the middle 
ledge is not there, play it 
like a Pterodactyl wave. 
Stand on the bottom 
ledge over the first 
players score. Hunters 
coming from the right will 
drop into the lava. Hunt- 
ers coming from the Seft 
will be caught by the 
Lava Troll. After the 
Hunters are gone or 
trapped, go back to the 
middle. The basic idea is 
always the same — let the 
enemies kill themselves 
by coming to you rather 
than chasing after them. 



Fly iihovc the lower energiz- 
ing platform on Shadow 
Lorit waves. 



SHADOW LORD 
WAVES 

Wave 37 is the first to 
consist solely of Shadow 
Lords. After that, only 
Egg waves and the waves 
immediately after the Egc 
waves have Hunters. 
After wave 60, every 
wave is all Shadow 
Lords. All Shadow Lord 
waves are actually quite 
easy because they are so 
predictable. Again, strat- 
egy is determined by the 
middle ledge. Standing 
under the middle ledge is 
no longer advisable; it 
takes too long to wait for 
the Shadow Lords to 
drop dawn to the bottom. 
Instead, hover at the top 
of the screen , directly 
over the right energizing 
area. Most of the Lords 
will appear underneath 
you and fly straight up. 
The others will bounce 
along the top of the 
screen. You might have 
to move a little to adjust 
to their bounces. After 
they're all gone, quickly 
go around and collect all 
of the leftover eggs. 
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missing, hover directly 
above the bottom ener- 
gizing area Hover just 
high enough to allow the 
Shadow Lords to appear 
underneath you. Let them 
fly up into you and kill 
themselves. As soon as 
you see which way they 
are facing, move over in 
that direction to make 
sure they hit you- Always 
stay below the Shadow 
Lords on the side ledges. 
After all of them have 
come out, drop down to 
the bottom. When one of 
the remaining Shadow 
Lords drops down from 
the side, hover where the 
end of the middle ledge 
would be. He will drop 
right past you, then come 
up under you. 

TWO-PLAYER 

STRATEGY 
When two play simulta- 
neously, many different 
strategies are available. 
Usually, both players 
team up against the 
enemies. The best way is 
to have each player cover 
his own side of the 
screen. Use the same 
strategies as In a one- 
player game. The only 
difference is that you 
have to avoid the other 
player. Greed doesn't pay 
off in doubles. Both 
players going for the 
same bird or egg usually 
causes a fatal collision. 
Always allow the player 
with fewer lives to get the 
extra points (on Egg 
waves for example]. This 
will keep both players 
playing as long as 
possible. 



are the same as in a 
one-player game. Both 
players should stand on 
the middle platform. If 
threatened by an enemy, 
one can jump up to pro- 
tect both players. With- 
out the middle ledge, 
both players should be 
on the bottom, one on 
each side. The player on 
the right should be on the 
extreme right edge. 

On the Hunter and 
Shadow Lord waves, 
both players should play 
the bottom, with one 
player under each edge 
of the middle ledge (even 
when it isn't there). Kill 
the Hunters firsl, then get 
the Shadow Lords- 
When one player is killing 
a Shadow Lord, the other 
player should be stand- 
ing on the bottom. 
Otherwise, the Shadow 
Lord may go after him 
and kill the first player in 
doing so. With only 
Shadow Lords, both 
players should hover 
side by side above the 
bottom energizing area 
and kill all but the ones 
standing on the sides 
and on top. When the 
middle ledge is there, 
both players should play 
the top. One should be 
directly over the right 
side energizing area. The! 
other should be between 
the top middle and top. ; 
left ledges, or directly 
over the left energize r. 



Killing B Pterodactyl at the 
end of a wave - 



PTERODACTYL 
HUNTING 

Original Joust machines 
were often victimized by 
the infamous Pterodactyl 
hunters. A technique was 
quickly developed which 
allowed players with very 
little skill to play one 
game forever. You could 
catch the last enemy in 
the hand and stand on 
the middle ledge while 
the Pterodactyls would 
rise from the bottom and 
fly up 1o you. You could 
stand there all day arid 
kill Pterodactyls as the 
last enemy was still stuck 
in the Lava Troll's grasp. 
A new chip was quickly 
provided to correct the 
problem, out there are 
still some old chip games 
in circulation. 



With the new chip, mass 
slaughter of Pterodactyls 
isn't possible, but hunt- 
ing single Pterodactyls 
can still be done. At- 
tacking one from the air 
is an excellent test of 
your flying prowess. The 
best time to go after one 
is when there are a lot of 
warriors flying around. 
You get a slow motion 
effect, which gives you a 
better chance to spear 
the Pterodactyl right in 
the mouth. An easier way 
to kill one is to take a 
cheap shot at the end of 
a wave. When the Ptero- 
dactyl leaves the screen 
at the end of a wave, he 
leaves on one of three 
levels. When he goes off 
the middle of the screen, 
you can kill him by 
standing on one of the 
side ledges (the lower 
one on the right side). 
Another way is to stand 
on the extreme right edge 
of the bottom ledge on a 
wave with the middle 
platform. When the 
Pterodactyl comes out 
from the middle platform 
let him come to you. Just 
before he reaches you, 
flap once and you'll jump 
up and kill him. 
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DRAGON'S LAIR 

FEATURING PROVEN STRATEGIES FOR 
THE SIXTEEN TOUGHEST SCENES 



H 



BYJOEMENOSKY 
STRATEGY BY TAD PERRY 

It's been a long Nine since a truly exciting new arcade game has 
come on I. Sure, there have been some pod games in (he past 
year, maybe even a great game or two. Bui a good game isn't 
necessarily exciting (or vice versa), and ncl since Joust has 
there been any real excitement in the arcades. 

That is, unlil Dragon's Lair. Eversince Chiematronics showed a 
prototype version of the game at last springs ADE show in Chi- 
cago, operators and players have been talking about the excit- 
ing possibi lilies ul interactive laser dish games. And as the first 
application of this revolutionary technology. Dragons Lair 
represents a turning point in video game design. 

Because of the unique nature ot Dragon's Lair's game play, 
you'll have more success {and more fun} if you understand how 
the game responds lo your moves. On pages 34 and 35, Joe 
Menosky explains what is happening when you play Ihe game 
and how this should atleet your approach. Then, on pages 36 
and 37, Tad Perry provides helpful hints for the 16 most difficult 
scenes in Hie game. The easier scenes have been tell out, so 
that you can enjoy Ihe thrill of discovering the solutions 
yourself- 
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At an arcade in Denver the 
quarters were lined up all the 
way across Ihe display and 
along the floor lor ten feet. 
And with good reason. Alter 
all (he uninspired reruns 
we've had 10 pul up wilh over 
Ihe past year. Dragon's Lair — 
Hie world's first laser disk 
videe game — promises 
something more. 

Dragon's Lair was crealed by 
Southern California based 
Starcom. animated by ex- 
Disneyite Don Rluth and his 
group, manufactured and 
markeled by Cinemalronics, 
and was a full six years in the 
making. St certainly shews. 
The incredible visuals and 
sound eflects aren't even hall 
the story. Dragon s Lair forces 
the player to explore com- 
pletely new ways of thinking 
about strategy and play, and 
the technology behind the 
game could mean a com- 
pletely new direclion lor Ihe 
arcade. Starcom, Dan Bluth. 
and Cinematrcnics will he 
coming out with a second las- 
er disk game (a "superhero 
outer space adventure ") in 
October and other man- 
ufacturers are scrambling Id 
fallow suit. If you've beeo 
moping around with the jusl- 
one-more-sequet-game-and- 
I ' 1 1 ■ g a - b a c k - 1 o - p i n b a II " 
blues. Ihen Dragon's Lair and 
its spawn may be exactly whal 
you need. 



The Dragons Lair story line is 
nothing to gel excited about. 
A dippy-looking knight. Dirk 
the Daring, has Id make his 
way through an evil wizard's 
castle to rescue the ioveiy 
Princess daphne, who is 



being held captive by your 
typical fire-breathing dragon. 
But this lessthan original tale 
is told in a revolutionary way. 
The game is literally a lea In re 
film quality animated cartoon 
thai you control. 




You are standing in a very large stone lloored ronm. A low wall 
ol fire surrounds you on three sides. Far overhead, in deliance 
of gravity and all laws of reason, hovers a flaming sword. At 
once, it makes its move, straight for your hEart. And you make 
yours — striking it harmlessly away with your own sword. A 
hovering mace lakes its place above you, but again, you suc- 
cessfully parry the attack. Then, without warning, a glowing 
anvil lifts off the llonr in front of you and screams across the air. 
You jump, but too tale. The anvit smashes into your midsection . 
laking your broken bndy along as il punches through a wall, 
leaving behind nothing but an ouliine in ihe stone; you and the 
anvil, in deadly embrace. 



We're talking some serious 
mayhem here. By using a 

sword hutlon and an eight- 
position joystick, you have to 
safely guide Dirk through 40 
such locations or 'episodes'' 
of varying dilficulty belore 
reaching the dragon's lair and 
the unlortunate Daphne. Mis- 
takes are punished by a 
graphically brulal (though in- 
variably amusing) death. 

Dirk starts out with a limited 
number of lives (usually th rec- 
to five, but it's adjustable) 
that are quickly lost until you 
yet used to the new sty is of 
play. The big difference be- 
tween a laser disk driven 
game such as Dragon's Lair 
and previous video games is 
thai In a laser disk game all 
possible actions are con- 
tained within the game itsell. 
You don't really control Dirks 
movements. What you're 
doing is telling the game's 
computer to go to the video 
disk (basically just a Pioneer 
laser disk player sitting in the 
cabinet), pick out a certain 
piece of stared animation, 
and run il on the screen. The 
beauty of the laser video disk 
is that these different scenes 
can be accessed so quickly 
that there isn't a signilicant 
break in the action. The occa- 
sional 'blackouts' in the 
game mostly occur between 
episodes rather than within 
them, which isn t too dis- 
tracting. 



Dragons Lair has about 800 
decision points, or 'nodes, 1 ' 
and each episode is a series 
1.1 r these unties linked tcqcthc r 
by sequences of animation. Al 
each node a number ol 
alternative sequences can be 
called by pushing the joystick 
in various directions, but only 
one allows you to salely move 
along. Hitting trie joystick in 
jusl the right time and direc- 
tion or correctly punching the 
sword button will invoke the 
proper piece of animalion. 
This, in turn, will show Dirk 
successfully dispatching 
some drooling foe or other- 
wise continuing unharmed to 
Ihe next decision point. Each 
lime this happens, your score 
increases and you get closer 
1o the lair. A wrong decision 
and Dirk gets appropriately 
fried : smashed : drowned, or 
eaten. 

Strategy, then, becomes a 

maltcr of keeping the proper 
scenes rolling right along. 
This is done by discovering 
the correel joystick and button 
commands foreach particular 
decision node and Iben get- 
ting ihe liming down. 

The game actually helps you 
do this in a couple of ways. 
First ol all. a properly ex- 
ecuted joystick or button 
move always corresponds 
naturally to some real aclion 
on the screen. If Dirk needs to 
move leftata certaindecision 
point. Ibe joystick has to 
move lett. If be has lo kill 
something, the sword bulton 
needs lo be pushed. 



The game also provides 
direction and timing bints by 
flashing a light at key des- 
peration points during many 
episodes. A good general 
strategy is to follow the light 
immediately, although in one 
episode this leads In certain 
death. You'll just have to 
experiment. 

Usually, though, you're on 
your own. especially when it 
comes to timing. In general, 
move immediately away from 
things Ibal look nasty — fire, 
chasms, spikes, thorns, etc. 
At other decision points lim- 
ing is trickier. It's best to 
associate Ibe correct moves 
that you've made (ur have 
seen other players make) wilh 
ihe visual and sound cues in 
Dirk's surroundiogs. When 
you bit that point again, you'll 
move on cue without wasting 
time "thinking' 1 abuul it. 



As you descend towards the 
dragon's lair timing becomes 
all-important. Even though 
the easier episodes show up 
earlier in the game, tiieres 
enough randomness that 
you re never quite sure where 
Dirk wil I find himself next. But 
when an "easy ' episode 
snows up later in the game, it 
can be guile a hit more diffi- 
cult than you've come lo ex- 
peel — the longer you play 
without dying, the more ibe 
machine becomes intolerant 
of sloppily timed responses. 



Another tNcK the program- 
mers threw in is to present 
several of the episodes twice 
{as mirror images ol each 
other). Your timing cues will 
stay the same, as will moves 
to the front and back. But all 
your moves to the tell have to 
become moves to the light. 
and vice versa This forces 
you Id pay attention even in 
familiar territory, and keeps 
you from sailing through the 
game on memory alone. 

You'll have lo go through 
every episode, including all 
of the mirrored episodes, in 
order lo reach tbe dragon's 
lair. Once there. Ibe real show 
begins. Princess Daphne is 
stuck inside a huge crystal 
ball and the dragon has Ihe 
key around his neck. Dirk has 
to pull a magic sword out ol a 
stone (remember that one, 
Disney fans?) before he can 
kill the beast. 



Once that's done (the besl 
visuals uf all). Daphne is 
Freed and the game is over. 
She leaps into Dirk's arms 
and whispers something in 
his ear as a pink bearl 
appears in the background. 

Dragon 5 Lair creator Rick 
Dyer says that we'll just have 
to guess what she's telling 
Dirk. But it's pretty obvious. 
Daphne may look like the 
closest thing lo a porn star in 
the annals ol the video game, 
hut she's not dumb. She's 
seen Ihe line of quarters 
across the floor at the Denver 
arcade. 

'Stick with me, buster. We II 
make a mint.'' 
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THE SPINNING BALLS 
When Dirk's hand goes lor- 
ward and he reaches the bot- 
tom t>f his crunch, nosh the 
joystick forward and. lie will 
gel beyond the spinning 
posts. Neit will come the 
Grim Reaper. Just when the 
thorns grow ',a surround you. 
pull the joystick toward your- 
sell. When more thorns sur. 
round you. push the joys1iek 
forward lo exit the door. 



THE TENTACLE FROM 
THE CEILING 

As soon as you see the tenta- 
cle coming from the ceiling, 
push the sword butlun. Next 
jump forward 10 the rack ol 
weapons and then right to the 
blocked door and right again 
lo the stairs. When the stairs 
become backed, jump to the 
lei t to u low lahle on the floor 
and then immediately jump 
forward out the door. 



THEHOOMOF 
FIRE 

The Fire will begin tu the left 
so jump righttu avuid it. Thee 
il will begin Irum behind, so 
jump forward. Then push Ihe 
joystick tu the lell over and 
over until the game has reg- 
istered two moves. Dirk will 
head lor a bench lying against 
the wall — push it aside and 
exit through a hole in Ihe wall 
behind it. 



THE CRUMBLING 
WODDEN WALKWAY 
Pushttie joystick lorward until 
the game registers him moves 
andyuu are being attacked by 
hats. Then neep pushing the 
sword button until you hear 
ihe "move accepted" sound 
and (hen push Ihe joystick 
10 the right. Continue to Ihe 
light until you make il lb the 
rope on the other side uf 
the chasm. 



:—*■.-,„_. 






THE LIZARD KING 
When the Lizard King firsl 
raises his scepter to crown 
you. go lull. All turns after the 
first are to the right and the 
Lizard King raises his scepter 
to strike just before every 
torn'. Soon you will caichuplo 
your sword: push lorward Id 
grab il. and then ptess the 
sword bultoo to finish off the 
Lizard King. 



TttESMITHIE 
When the floating sword 
comes at you. push Ihe sword 
button. Then push the sword 
buttoo jusl after the en- 
chanted mace begins moving. 
Move to one side to avoid the 
.anvil, and push the sword but- 
ton when Ihe view moves Irom 
the spear to Dirk. Then, when 
the Smithie begins to stir, 
push the sword button. 



THE SLIDE 

Begin pushing left when this 
scene begins. Ne*t. while un 
Ihe walkway, push the sword 
button and then push the joy- 
slick fo Ihe left. Now yuu have 
a choice; the chain or the hole 
in ihe wall to the left. Don't go 
for the chain — it's certain 
death. Push the joystick left 
and move to the hole in Ihe 
wall. 



THE POOL 

First, move towards the side 
Dirk's sword is on. Then rnnve 
forward, and allerycu land lor 
the second lime move away 
from the wall and jump fur- 
ward into the pool. Move to 
the side thai you reached Ihe 
pool from, move forward im- 
mediately, and use your 
sword In kill the spider. Quick- 
ly goto ihe side arid forward. 
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THE OTHER ATTACK 
BY BATS 
As sDon as you recognize this 
scene, start pushing the 
sword button. Push the joy- 
stick Id! when Llie slabs loll 
away before you, and then 
push left again la jump the 
gap. A large hat appears in 
the doorway, so begin 
pushing irte sword button to 
kill il and then continue to the 
left and exil through Ihe door. 



THE LAVA MONSTERS 
When this scene hegins. start 
pushing Ihe sword button. 
When your sword has ineffec- 
tively bounced off Ibe nearest 
lava monster and has just 
been returned to its sheath 
{Ibe timing is critical), push 
the joystick forward. Tbe next 
move is forward, the one after 
that is to tbe right, and the 
rest of tbe moves are all for- 
ward. 



THE SKULLS BOUNCING 
ON THE GROUND 

Tbe skulls will come Irom the 
left and the right, so you musl 
jump forward. Next — in anti- 
cipation of the hand that will 
grab you— begin pushing the 
sword button. After the hand 
falls completely apart, jump 
forward again, pusb the 
sword button, and exit 
through the unblocked door- 
way to one side. 



THE KNIGHT 
ON THE HORSE 

This scene is easy once you 
realize that yoursword is per- 
manently stuck by the light- 
ning and can't be used. Avoid 
the knight and the thorns by 
diving to Ihe left twice and by 
going to the right the last 
time. As you exit through the 
cave, the Knight will throw his 
sword at you. but don't worry 
— he misses. 





THE KNIGHT 
Dirk is to one side of the Black 
Knight. Move in that direc- 
tion. AMer landing, move 
back to the side you just came 
Irom and then push forward. 
Your next move is in the same 
direction as the last move be- 
fore going forward. Ihe next 
three moves alternate, and 
then push ihe sword button to 
' finish aff the Knight. 



THE THRONE ROOM 
An above view of this roam 
will be given at first, and then 
a large magnet will pull your 
sword away. Begin by going 
right and then quickly forward 
and quickly right again. You 
will land in the throne, and 
yout sword will be returned. 
The throne spins around 
through the wall, and you 
must get otl by going right. 



THE TILTING FLOOR 
As soon as you see some of 
the tiles in the floor fall away, 
pull Ihe joystick back toward 
yourself. When Dirk's legs 
spread apart, push the joy- 
stick back to the forward posi- 
tion and then immediately 
begin pushing it to the left. 
Don't move forward— a large 
grate will come down if you 



THE DRAGON S LAIR 
This is a complicated room, it 
has the best animation and 

graphics in Ihe game, and it 
even has background music 
Because M is fun to figure out. 
you're Dn your own. The only 
advice we will give you is: try 
not to wake up Ihe dragon for 
awhile and once he is awake 
run Irom him until you find the 
magic sword. 
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YEAH - -THEV LMi'T 
GET ME THfRE/ AND 
WHEN THE COAST IS 
CLEAR, I 5NEAK OUT 
ANP ZAP A CUCUMBER/ 



by Doug Mahugh 





P{ic<Man after 255 boards 
art cleared. 

WHY 255? 

if you can clear 255 boards 
in Pac-Man, you'll get to a 
board that looks like the 
one shown above, and your 
pattern {if you use one) 
definitely won't work. Is this 
an intentional deterrent to 
high scores — as many 
players claim — or is it just a 
problem in the game that 
shoves up w hen you clear 
255 boards? To understand 
the answer to this question, 
you need to understand the 
concept of ''rolling oven a 
byte of computer storage. 

All players are familiar with 
the concept of rolling over a 
game. To roll over a game 
means to surpass the high- 
est score that the game can 
register, so that the score 
goes back to zero and be- 
gins climbing again. For 
example, if the game can 



only display six digits of 
score, it will roll over at 
999.999 points, because 
there is not enough roam to 
display a score of 
1 ,000,000 points. What 
really happens, of course, 
is that the score continues 
to climb over 1 ,000.000 
points but only the six 
right-most digits of the 
score are displayed. 

The byte rollover is exactly 
the same phenomenon oc- 
curing at another level— in- 
stead of rolling over the 
score display, you are roll- 
ing over a single byte (or 
register) of computer stor- 
age. In the Pac-Man split 
screen, for example, the 
register that stores the 
board number has roiled 
ovor, and the game pro- 
gram thinks that you are on 
the "0" board. Since the 
Pac-Man program was not 
designed to generate a 
board numbered (it starts 
at board- 1, the Cherry 
board), it gets confused 
and generates the mess 
depicted above. 

Because of the way tfiat 
computers store numbers 

(in binary representation), a 
byte of storage rolls over at 
255. In other words, when 
the game machine adds 1 
to 255 it gets a result of : 
in much the same way that 



scoring 1 point when you 
nave a score of 999,999 in 
Cenlipede will give you a 
score of 0. The reason this 
happens is that (he binary 
representation of 256 is 
1 00000000, and the com- 
puter can onfy see the eight 
right-most zeros. (Just as 
you can only see the six 
right- most zeros when you 
score 1 ,000,000 points in 
Centipede.) 

The byte rollover is a com- 
mon problem in video 
games. It's the reason that 
many games come to a 
strange and sudden end 
after 255 boards have been 
cleared or 255 turns have 
been earned. If a game 
does something strange 
(like the Pac-Man split 
screen) after 255 boards, it 
is usually a consequence of 
the byte rollover and should 
not be mistaken for an in- 
tentional trick by the de- 
signer. 




By using this pattern, 
5 perks will be (rapped, 

QIX SPARK LOOP 

There are many tricks for 
avoiding the spartts in Qix, 



but the one shown above is 

the best we've found. By 
building this figure at the 
center of the top edge of 
the screen, you can trap all 
of the sparks in a small 
loop. 

Start out by moving to the 
top of the screen im- 
mediately after appearing 
on the screen. You must 
jump over a spark on the 
way to the top, but don't 
draw any more than is ab- 
solutely necessary. 

Once you've reached the 
top. draw three blocks to 
form the sides of a rectan- 
gle with the top edge as the 
fourth side. Make the block 
on ttie side opposite where 
you jumped the spark a lit- 
tle larger so that both 
sparks will get back to the 
top at the same time. When 
both sparks are inside the 
rectangle, close off that 
area and move to the bot- 
tom of the screen. If the 
trap is set up properly, all 
additional sparks will go di- 
rectly into it and you can 
take as much time as you 
wanl to trap the Qix in the 
lower part of the screen. 
Just he careful about mov- 
ing too high up the screen; 
if you move above the bot- 
tom edge of the trap, the 
sparks will come out of the 
loop. 
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Galaga bugs that can't 
sh<HJt aren't a threat. 

DISARM THE BUGS 

fn the picture above, none 
of the Galaga bugs are fir- 
ing. This isn't just because 
we took the picture during a 
break in the action; the 
Galaga bugs can be made 
to stop firing for an entire 
game by the following trick. 

Shoot all of the bugs in a 
wave except for one of the 
[wo blue/yellow ones on the 
far left. You can leave 
either one or even both, but 
it is easier to leave just one, 
because your next task is 
to avoid the bugs' fine lor up 
to 20 minutes without 
shooting them. 

After you have waited long 
enough, (anywhere from 
about five to 20 minutes— 
we don't know why it isn't 

always the same), the bug 



will stop firing. After he has 
passed through the top of 
the screen four times 
without tiring, you can 
shoot him. From that point 
on. none of the bugs will 
fire at you. 

Avoiding the bug's shots for 
20 minutes can be difficult. 
One good technique is to 
slay in the far right corner 
most of the time. The only 
shot that can hit you there 
is one released by the bug 
while he is off the screen 
momentarily when he 
wraps around. If you do get 
killed, you can just pick up 
where you left off. 

After the bugs have stop- 
ped firing, the game is very 
easy. If you are careful to 
avoid the bugs that scroll 
off the bottom of the 
screen, you should be able 
to last indefinitely. 

If you're in a two-player 
game, the first piayer can 
do the trick and bugs will 
not fire on the second 
player's turns either. But 
after the first player has lost 
his fast turn, the second 
player's bugs will resume 
firing. 

DONKEY KONG, JR. 
INFINITE PLAY 

This trick allows Player 1 to 
earn an infinite number of 



extra turns, al the expense 
ol Player 2 a game. Player 
1 just plays a normal game, 
but each time Player 2 has 
a turn he must perform a 
trick that costs him that turn 
and earns each player an 
extra turn. If Player 2 can 
do the trick every time, 
Player 1 will always have 
extra turns to piay with and 
Player 2 will always have at 
least one turn left to per- 
form the trick the next lime 
around. 




Donkey Kong, Jr. van be 
pldyed forever. 



At the beginning of the first 
screen, Junior appears on 
a platform in the lower left 
comer of the screen, as 
shown above. Walk to the 
right edge of this platform, 
and move as far right as 
possible without falling off. 
Only Junior's heel should 
still be on the platform. 



Wait at the edge of the 
platform and watch for a 
blue Snapjaw to come 
down the first vine to the 
right. As soon as the 
Snapjaw leaves the end of 
the vine to fall in the water, 
jump toward if. You should 
hit the Snapjaw at the same 
time it hits the water. 



If you timed your jump cor- 
rectly, your turn will be over 
oui both players will be 
awarded an extra turn. You 
can then play normally {as 
Player 1} until Player 2's 
turn comes up again and 
you must repeat the trick. 




If you would like to see your 
favorite trick in this column, 
write it down and send it io 
us; for {his issue, we ex- 
tend a special thanks to 
Desiree McCrorey (tor the 
Qix spark loop) and Tad 
Perry (for the Galaga and 
Donkey Kong, Jr. tricks). 
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THE NEXT VOICE 
YOU HEAR 

Atari, Inc. has demon- 
strated the first home video 
game controller to use 
voice synthesis and recog- 
nition, allowing the player 
to control games with oral 
commands from a con- 
troller headset rather than 
with conventional joystick 
or paddles. 

The new voice capability, 
shown at the Summer Con- 
sumer Electronics Show in 
Chicago, is made possible 
with an add-on module, the 
Voice Controller. The Voice 
Controller plugs into the 
controller port of the Atari 
£600 and is accompanied 
by an audio headset. 

The voice Controller is 
manufactured by the Milton 
Bradley Company and 
should be available now. 
The initial library of games 
lo use the module will 
include Real Sports BASE- 
BALL, Star Raiders, 
Baltle^one and Beczerk. 
Suggested retail price is 
$99.95. 

AND ROBOT 

Has Nolan Bushnell done it 
again? We'll just have to 
wait and see. If — in a few 
years — personal robots 
are as common as video 
games, then the man who 
founded Atari and Chuck E, 
Cheese Pizza Time The- 
atres can claim to have 
been at the forefront of yet 
another hi -tech craze. 

Androbot, Inc. is Bushnell's 
latest venture, and he has 
high hopes for this small, 
aggressive Silicon Valley 
company. And robot's first 
commercial products are 
B.O.B. and TOPO, person- 



al robots for your home. 
B.O.B. operates entirely on 
his own, while TOPO re- 
quires a home computer to 
control him. 

B.O.B. (an acronym for 
'brains on board") features 
three megabyte processing 
capability and three Intel 
BOSS 16- bit microproces- 
sors. Five built-in ultrasonic 
sensors allow B.O.B. to lo- 
cate and measure objects in 
his immediate vicinity, and 
this information is logged 
in his memory so that he 
can move about at will with- 
out running into things. 
Infra-red sensors enable 
him to differentiate between 
humans and inanimate 
objects [based on iheir 
temperature), so that — 
supposedly — BOB. can 
treat people like people and 
objects like objects, (In 
other words, he knows better 
than to walk up to your 
television set and strike up a 
conversation.) 

TOPO is similar lo B.O.B, 
but he has no brains of his 
own — he needs the help of 
a home computer to control 
him. A remote radio link wilt 
allow TOPO to receive 
commands from your home 
computer up to 90 feet 
away 

Both robots stand three 
feet tall and move about on 
two motor-driven wheels. 
They are completely stable 
even when tbey aren't 
moving, because of. a revo- 
lutionary drive assembly 
called Andromotion (TM). 
B.O.B. will sell for S2495. 
and TOPO will sell for S995. 

A w de range of accesso- 
ries will be available for 
B.O.B., al (owing him to 



perform many common 
household tasks. He can 
cany things around in his 
And ro wagon, for example, 
or dispense cold bever- 
ages from his optional 
AndroFridge. And an 
An droSentry cartridge will 
enable him to patrol and 
safeguard your home. 

In addition to B.O.B. and 
TOPO, Androbot has 

announced plans to intro- 
duce F.R.E.D. (Friendly 
Robotic Educational 
Device) and AndroMan. 
F.R.E.D. stands 12 inches 
tall and can walk, talk, and 
draw pictures on com- 
mand. He has a 45 word 
vocabulary, but his real 
interest is sketching. Put a 
pen in his drawing pen 
attachment, and F.R.E.D. 
will duplicate any pattern 
you create on your com- 
puter screen by dragging 
the pen across your floor or 
tabletop. With a little plan- 
ning and patience, you 
could even leach him to do 
it on paper. 

AndroMan is designed to 
play games with you on 
your Atari 2600. While you 
control I he action on the TV 
screen, Androlvlan will be 
playing the same game "in 
real life," moving over a 
GarneScape that you set 
up on the floor complete 
with real objects that corre- 
spond to images on the 
screen. 

Androbot has not 
announced specific prices 
or shipping dates for 
F.R.E.D. and AndroMan. 

THE WAIT IS OVER 

If you've been frustrated 
over 1 he selection of games 
for your Colcco vision, 



we've got some good news 
for you — the wait is just 
about over. In a manner 
similar to that which got 
companies with varied in- 
terests involved in putting a 
glut of Atari-compatible 
games on the market, a 
number of manufacturers 
are cautiously preparing 
Col eco vision game car- 
tridges. 

The new cartridges, in 
many cases, outdo Coleco 
by eliminating the 15- 
second load time. You just 
plug in the cartridge, turn 
the switch on. and enter 
game options through your 
keypad, or in some games, 
just start playing. A major 
complaint about Coleco 
games is now virtually elim- 
inated, and with compet- 
itors on the market. Colcco 
undoubtedly will come out 
with their own "instant-on" 
cartridges. 

The list of manufacturers of 
Coleco carts is impressive 
and continues to grow. Im- 
agic is the first major Atari - 
compatible manufacturer to 
sign a licensing agreement 
with Coleco. Their Nova 
Blast game and a yet unti- 
tled adventure game both 
boasl impressive graphics. 
Sydney Development 
Company, a Canadian soft- 
ware house, is set to 
release Col eco vision ver- 
so ns of Evolution and 
Quest for Trres. Micro Fun 
will be coming out with 
Miner 2049er, an adapta- 
tion of ;he very popular Big 
Five computer game for 
Atari. Starpath is adapting 
the most successful of its 
Supercharger games to 
the system; the first release 
will probably be Escape 
from the Mindmaster, with 
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others scheduled to follow 
snort ly. Parker Brothers, 
N.A, P. (the makers of 
Odyssey2), and a host of 
others will soon be entering 
the field wilh their own 
releases. 

DIFFICULTY 
SETTINGS 

Arcade owners have the 
option to adjust their ma- 
chines to prevent -ndivid- 
ual players from tying up a 
game for too long. Here are 
the possible difficulty set- 
tings for several current 
games, along with the set- 
ting recommended by the 
manufacturers. 

Atari designed Star Wars to 

be played at easy mod- 
erate, hard or super hard 
levels. It is possible to 
begin a new game with as 
many as nine shields and 
there are zero to three 
bonus shields available per 
wave completed. When 
Star Wars machines leave 
the factory, they are set at 
the hard level, games 
begin with six shields and 
one bonus shield is 
awarded per wave com- 
pleted. 

Congo Bongo can be set at 

easy, medium, hard or hard- 
est difficulty levels. Sega 
sets it for easy play. There 
are a polential five hunters 
allocated per game and 
bonuses can be earned at 
10,000, 20,000, 30,000 or 
40,000 points. Now ma- 
chines are set lor three 
hunters and bonuses are 
awarded at 10,000 points. 

Difficulty levels for Time 
Pilot by Centuri range from 
very easy to easy, difficult, 
and very difficult. A possi- 
ble three, four or five fives 



are available and bonuses 
can be earned at 10,000 
and 50,000 points and 
20,000 and 60,000 points. 
Recommended settings 
are difficult, three lives and 
bonuses at 20, 000 and 
60.000. 

There are ten possible 
levels of difficulty (ranging 
from zero to nine) available 
on Splat by Williams. The 
factory sets the machines 
on level 5. In a long game, 
a man is awarded every 
1000 points; in a very short 
game, a new life is earned 
every 79,000 points. The 
factory setting lets you earn 
three men during a game. 
The number of seconds per 
wave varies from 15 to 99. 
Factory standard is 30 
seconds per wave. 

When Millipede games 
reach srt arcade, they can 
be set for easy or hard mil- 
lipede heads, easy or hard 
beetles and easy or hard 
spiders. A total of three, 
four or five lives are possi- 
ble, They can be set so no 
bonuses are available or so 
extra turns are awarded at 
every 12.000. 15,000 or 
20,000 points. The select 
mode enables a playe^ to 
choose a starting level 
from novice 1o expert. The 
games leave Atarie factory 
set for easy millipedes, 
beetles and spiders and 
three lives are available. 
Bonuses are awarded 
every 15,000 points and 
they are set at "'disable 1 ' 
mode, wh ch begins each 
game at a score of zero. 

Two levels of difficulty are 
possible in Cinematronics' 
laser disk Dragon's Lair 
game. There are a possible 
three or five lives available. 



Machines leave the factory 
set on level 1 , giving three 
lives. The machines can 
also he adjusted to accept 
two, three or four coins. 
Most accept two, making 
Dragon's Lair the first game 
to absolutely require a dou- 
ble dip. 

BUSINESS AND 
PLEASURE 

Home video takes on a 
new aura of respectability 
with the introduction of Co- 
lecD's Adam Family Com- 
puter System, just in time 
for holiday celebrations 
and income tax filing. But 
besides the inspired 
marketing bid of blending 
business and pleasure in 
one package, what makes 
this system remarkable is 
its price tag. The Adam is a 
complete computing/ 
gaming package retailing 
for less than $600. com- 
parable lo the price of an 
electric typewriter, an appli- 
ance which the system vir- 
tually erases all need for. 

Giving the Adam its bite is 
the union of two memory 
systems- A solid state 80 K 
of RAM is supplemented by 
a magnetic digital drive the 
manufacturer dubs Data- 
Pak. The digital drive 
stores up to 500K bytes of 
data (that's 25D double- 
spaced pages) oy expand- 
ing the standard RAM to 
144K with an optional 64K 
memory module. A mod- 
ular expansion port will 
accept a variety of periph- 
erals, even a second digital 
drive, all on the same neat- 
ly engineered console that 
plays Colecovision game 
cartridges. 

Perhaps symbolic of Cofe- 
cos new doak of serious 



computing are the two 
game controllers included 
in the package. Hand -held 
or attached to the com- 
puter, they double as de- 
vices for entering numbe'S 
and cursor control, as well 
as playing games. There 
are also several other fea- 
tures making (he system an 
attractive multi-purpose 
unit for the home. Word 
processing software is built 
in. The keyboard is full 
sized. An optional printer 
which accepts fanfold com- 
puter paper or conventional 
letterhead, delivers 120 
words per minute using 
standard daisy wheels. 

Not only is the Adam's soft- 
ware integrated, permitting 
the interchange of data 
among various programs, 
buf the system is designed 
to be compatible with CP/M 
application programs and 
Apple-Source Code soft- 
ware. Many programs writ- 
ten in Applesoft Basic will 
run on it. Coleco also is 
introducing its own line of 
Smart Software, including 
educational and informa- 
tion management programs. 

The key to the system is a 
network of matched micro- 
processors in the key- 
board, printer and memory 
console. Together they 
free the full power of the 
central processing unit to 
simultaneously perform 
coordinated tasks. 
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The list grows (onger and the scores grow higher! Send your high scores to the Twin Galaxies International Scort- 
board: 226 E. Main Street. Ottumwa, Iowa 52501 . Please include a signed verification of volt score(s) from the ywner 
or manager of the arcade in which the score was achieved. Also, be sure to include the bonus and difficulty settings 
from the machine you played, and any comments you wish to make about the game. 



Game 


Player 


High Score 


Date 


Arcade Location 


Arabian 


Miks^iaia 


102,850 


6/15:83 
2/3.32 


Gc-ioenOome: Salisbury, mo 


Asteroids 


Leo Daniels 
Leo Daniels 


4D.101.S10 


Ocean View Co -p. : Carolina Beach. NC 


Aneroids. Deluxfi 


2.269.230 


5>'3-32 


Liyll Veen.i Amu&emc-rl : Wights v He Beach. NC 


Bagman 


Mark Rotnchak 


3,133,330 


i'30.83 


Gelfland USA: San Jose. CA 


Batllczone 


Jac< Haddad 


21,651,000 


5/5-S3 


Gol' land USA: San Jose. CA 


Berzark 


Ron Bailey 
Spencer Qurcn 


77,490 


322.S3 


Time Oul Arcade: Gasroma, NC 


Bubbles 


749,790 


o7o"-S3 
3,'3-33 


Stand Union Recreation Center; Eoreman. Mr 


Buck Rogers 


Bruce- Borasato 


313,330 


Electric Pizazz: Trail, British Columbia 


Rump-n-.J ump 


Mike Temasky 
Thomas Sher 


1 ,971 ,000 


5-23.33 


Colland: M.lpilas. CA 


BurgerTime 


5,€t>3,220 


5,'T1.-S3 


Columbis Vifieo: San Frarcisco. CA 


Cerdipede 


Dairen Olson 


15,207,353 


10/7-33 


Rejections : fla t; .1 ry, Alce'ta 


Gorge- Bongo 


Steve Harris 


375,470 


6/22-S3 


BoL £ IGA: Kansas City. MO 


Defender 


Burl Jennings 


76,377300 


4/8-33 


Outer Links: Durham. NC 


Dig Dug 


Ker Arthur 
Bill Mitchell 


4,129,600 


1. -20.33 


Video Games Ire ; Blacks nuro. VA 


Dor key Kong 


374,300 


11. -82 


lwir G a lavios Arcade: Ottumwa. IA 


Dor key Kong, Jr. 


Bill Viilehell 


957300 


11:32 


Twin Galaxies Arcade: Ottumwa, IA 


FrDtfger 


M ko Mann 


4.789,909 


3.-4-S3 
5-13.33 


The Arcade- Oak Park Heights. MN 


Front Line 


Jeff Perers 
M ke Lynn 


663.400 


Slarshb Video: Upland. CA 


Galaga 


12,753,570 


12.-29-B2 
5-12.33 


h" -ill's Lakowooc CA 


Galax isn 


Perry Rodgers 


3B9,770 


Martini's Time Mach na: San Lu S, CA 


Gviuae 


T<xtt Wa kar 


905.6S0 


no listing 


GQlflahd:Mrlpttas, CA 


Jungle King 


Michael loreelle 


1.510.220 


5-33 
4.-21 .33 


Wa^j man's: Eas: Rochester, NY 


Make Trax 


Clifton Mewman 


i,aae,94o 


Oute' i imits: Durham. NC 


Millipede 


Hen Geld 


4.304,545 


2.'4.B3 
t -2 1.33 


Pro Video Game Center- Dallas. TX 


MissHe Command 


Victor AM 


69,739,D20 


Cinedome 7: San Francisco. CA 


Moon Fatrol 


Mark Robichek 


1,214,500 


311-33 


Go'Fland USA: Mcunla n View, CA 


Mr. Do! 


■ Ichn McKeever 


2.535.B50 


5.1 4-33 


Gasmu ArrusemcntCtr.: Montreal, Quebec 


Ms Pac-Man 


Tern Asa<i 


419,050 


6-1 9-33 


Twin Galaxies; Oltumwa, IA 


Pat-Man 


LesMartn 


12,719.060 


no listing 


Go leer Dome: Salisbury, MD 


Penyo 


Kevin Le sner 

Mark QotfrSfrtd 


309.990 


2.-25-B3 


Mission Control: Racine, Wl 


Phoenix 


937.620 


3-7.33 


ClOverl-aal Miniature Golf. N. Miami Beach. FL 


Pole Positic-n 


Les Lagier 


06,710 


6.'7-B3 


V.dec Paradise: San Jose, CA 


Popeyii 


Steve Harris 


313.260 


5- 17-33 


NKC ^ro Bowl: Karsas Ciry, MO 


Q'Bert 


Terry Main 


24.000.060 


5' 13-33 


Saturn's Ring: Mcdford. OR 


Qix 


Bill Camden 


1,688,604 


V15.'B3 


Galaxy 1 : Lynchberg, VA 


Reactor 


Tcdd Mayberry 


396.731 


2-H-33 


Mat* Gtfd Mine: Kennctt. MO 


Hobo'ror 


Robert Bonney 


325,325,325 


4. , 26-'S3 


Wizards Video Mafic; Ktrklsnd, WA 


Satan's Hollow 


Michael Ward 


3,692.036 

999.250 

-.099 001: 


3- 1 2.33 

12.3-32 

6.-23.S3 

4.23.33 

5-31-33 

4'8'83 

12--24--B2 

6. 10-33 


Odyssey Madison. Wl 


Scram hie 


Jchn Nornnan 


Linh Vears Arnusamenl: Mightsvillc Beach. NC 


Shi3tar 


Dor Morlan 


Arnolds Arcade Ken:, VUA 


Space Duel 
Space Invaders 


Dawc Cc-vel 
Ted Troide 


597.750 

2.066.060 

71.473.400 

9,911,772 


Run 8 Games: Kenosha, W 
Akn Ores: Nac-a^dcches.TX 


Stargale 


RecerMangum 


Outat Limits: Durham. NC 


Tempest 


Pablc Zaldiver 


Marly- Mail. New Orleans, LA 


Tiniy Pile! 


Rill Bradham 


4. 1 34. 400 


Ta^e Ten : D util in, G A 


Troi 


Hubcrtn Gandara 


3999,993 


6--12-E3 

5-3.33 

4.3-63 


7-ll:Tcnplc,TX 


Turbo 


Ga'lin Bui lard 


154,442 
1,004.9B£ 


Just For Fun- Villa Park, ll 


Tutankharr 


Mark Robiche^ 


GoltlandtiSA:MilptHii : CA 


Xevious 


I irn Wilhams 


9.999.99C 


5'1 6-B3 
4'9.-33 


Mr. Bil''s: Moscow. ID 


2£XXOfl 


Eric Burch 


3.B39.55C 


Chuck E. Cheese: Waco, TX 


Zookeeper 


Eric Ginna-' 


3601,990 


6-27.B3 


Goll':ana USA: SbnnyYie. CA 
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JoyStik' November 19B3 



AN EXCITING NEW FRONTIER 
IN VIDEO GAMES 




sfss 



H' 











<1 



3* 



s© 



ASK FOR IT AT YOUR LOCAL ARCADE 



F,-if g pp- ji pf|- Fn.l l^olnr Joj-ney Pf=r ( t-jr-nflfK;H= PnfifKV. 

Send 13X0 Ta: 

Journey 

Dent "P" 

PC.Bd>:404 

R/jn Tranc sro. QA 94101 

H int" fttnsma T« anri tifcirtfcm ^MdlMnyK HntfafaimiHy Laa. 
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